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(57) Claim 

I. A miiclom pnzc awanltiig sysluiu assuciatcil with one or more 
L;aiiiiiig cuiisalcs each of which iiicliuins signal oulpul iiH^aiis arratigetl lo 
produce an oiilpiit signal in rcsponsn lo opcmlion of the respective console, 
the sysleni inchitling means lo generalt? and store a pool of numbers, 
raiulom selection means arranged lo select a prize winning nmnber from Ihe 
pool of mimbers. means nisponsive lo the signals received from each 
associated console lo nuulondy select from Ihu jwdoI a number corresponding 
lo each said received signal, the signal rusponsivc means being arranged to 
remove the selected number from tlie pool and lo compare thai number with 
the randomly selected prize winning mimber. recording means being 
arranged !o record the identity of a console associated with die selected 
number when it equates lo the randomly selected prize winning number and 
indicator means arranged to indicate details of the console associated with 
the prize winning number as a prize wiiming console and ihe prize awarded. 
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Tlie following statement is a full description of this invention including the 
best method of perfonning it known to us:- 



Mystery Jackpot Controller 

Introituctioii 

The present invcnlioii relales lo ajjpnrahis Tor use vvilh a system of 
linked poker Jiiachiiics and in particular llie apparatus provides an improved 
uiyslcry jackpot mechanism for use with such a poker machine system. 
Background of tJio Invenlion 

Many schemes liave been devised in the past lo induce players lo 
play slot machines including schemes such as specifying periods during 
which juokpot prizes are increased or bonus jackpots paid. Other schemes 
involve awarding an addilionar prize to a first player to achieve a 
predetermined combination on a poker machine after a given point in lime. 
These meliiods. while effective, add to club overheads because of the need 
for additional slaff to ensure that the scheme is operated smoothly. More 
recently, with the advent of poker machines linked through electrical 
networks it lias been possible lo automatically generate jackpot prizes on the 
basis of infonnalion received from the mnchincs being played which are 
connected to the system and one such prior art arrangement, connuonly 
known as "Cashcacle", counts turnover (or games played) on all machines in 
the network, increments a prize value in acconiance with the turnover (or 
number of games played) and pays a mvslery jackpot prize when the count 
reaches some predclerniined and randondy selected number. This 
arrangement has been in use in the Slate of New South Wales and in other 
jurisdictions for a considerable period of time, however, as with other 
aspects of slot machine games, players become bored with such 
arrangements and new and more innovalive schemes become necessary in 
order to stimtilate player intcresL . 

Supiinarv of llio Invention 

^^^^^ J 

According lo a first aspect, Uxe present invention provides a random 
prize awarding system associated witJi one or more gaming consoles each of 
which includes signal output means arranged to produce an outpul signal in 
response lo operation of die respective console, the system including means 
to generate and store a pool of numbers, random selection means cirrangcd to 
select a prize winning number from the pool of nmnbers. means resix)iisive 
lo the signals received from each associated console to randomly select from 
the pool a number corresponding to each said received signal, the signal 
responsive means being arranged to remove the selected number from the 



pool niul to coiii])nrc liint luiuibcr wilh Ihc raiuioinly selected prize winning 
ntnulH^r. recording nicnns being arranged lo record Ihe identity of a console 
nssoctalcd willi the selected number whoa it eqnatcs tu the randondy 
selected prize winning number and indicator means arranged lo indicate 
details of llic console associated with the prize wiiuiing number as a prize 
winning console and the prize awarded. 

According lo a second aspect. Ihe present invention provides a 
random prize awarding system associated with one or more gaming consoles 
each or which includes signal output means arranged to produce an output 
signal in response to operation of the respective console, the system 
including random interval generating means lo generate lime intervals of 
random length, means responsive to the signals generated by (he associated 
gaming consoles lo count the occurrence of ni games following Ihe 
completion of each random lime interval and to allocale a prize lo tJjc 
console reiwling Ihe mlh game, prize generating means arrangetl lo 
randondy select a prize and indication means arranged lo indicate the 
identity of the prize winning console and the prize awanled. 

hi aji allernalive airangcment random number generating means arc 
provided lo generate a random value for ni at ihe completion of each random 
lime interval. Preferably m will be a relalively small number such that Ihe 
perioti taken for ni games lo be played is significantly less than the 
respective random time inlerval. 

Preferably Ihe prizes awarded by ihe system of tlie present invention 
are monelary amounts the values of which arc either a plurality of 
preselccled values held in a pool of prize values or prize values within a 
ningc of allowable values which are either incrcmenlcd or randomly seleclcd 
during operation of Ihe prize awarding 5ystcnL 

Where used above, the term 'console' is, used to indicate a gaming 
machine, a gaming terminal or other device arranged lo be connected to a 
connnunicalions system and to provide a user gaming interface. In the 
following description- examples are give which employ traditional slot 
luaclunes. however ihe txtvention should be taken lo include gaming systems 
whicli include user interfaces other than traditional slot machines. 
Brief Descriulion of the Drawings 

Embodimients of the invention will now be described by way of 
exanjple, wilh reference to the accompan\dng drawings, in which: 
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Figure 1 is a bltxzk diagram of a iiiilvvurk of clcclroiiic gniiiiiig 
inacliinos lo which a luysJcry jackpol coiilrollcr according lo the prcsciil 
invention is connected: 

Figur3 2 is a flow chart showing a first game arrangement according 
lo the invention: and 

Figure 3 is a flow chart of the gnnte arrangement according lo a 
further emboduneni of tlie present invention. 
Dolailetl Desc ription of the Preferred Emiioilinients 

Referring to Figure 1 a plurality of electronic gaming machines 10 
are connected lo a network 11. to which a niystcn' jackpot controller 12 and 
display means 13 are also connected. 

Each of the olectrouic gaming nunchines 10 are provided with a 
network interface arranged to provide a signal onto the network 11 on each 
occurrence of an operation of a respective machine and the jackpot 
controller 12 is arranged lo receiw each of ll>e macliine operation signals 
and lo generate and award a random jackpot |)rizo on the occurrence of one 
of these operation signals. 

Flow charts for two prize awanling algorithms are illuslmted in 
Figures 2 and 3. 

Referring to the algorithm of Figure 2 machine contributions go into 
the prize pool as with biown prior art jackpol systems, wliile llie overiiead 
display shows the incrementing prize value. 

In step 20 Ujo controller sets up a random number allocation pool in 
some user denned range c.g. 1 to lO.OOO and then in step 21, randomly 
25 chooses a nunjber to be a prize winning number. Every game that is played 
is reported (step 22) to the controller which not only allocates a contribution 
to the prize pool but randomly allocates a number from the above pool lo 
that game and deletes that number from the pool (step 23). The number 
allocated lo the machine is then tested (step 24) and if this number matches 
30 the controller's number a win is awarded (step 25). If a jackpot is awarded 
the winning machine is loqked up (step 26) and the controller awaits an 
indication that the prize has been paid and the machine unlocked (step 27) 
before reluming lo step 20. Ifthe number does not match then there is no 
jackijol win for thai game and the controller returns lo step 22 and waits for 
35 the next machine to report operation. This means tliat the jackpot win 
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probnbitity steadily increases towaals a rinal value of 1 thus ensuring thai 
the iack|x>t nntst be struck within a certain number of games. 

The following is a simple numerical example lo further ilhisirate the 
prrv:css, The controller randomly chooses a number in the range 1 to 10. 
5 For example, 5 say. The number pool for games is therefore also 1 lo 10. 

'Hie first game played is reported to the controller which allocates a 
contribution to the prize pool and randomly allocates a number (from 1 to 
10] to that game. Let's say it allocates G. It checks to see if this matches its 
first number (5). There is no match in this case, so there is no win. The 
to muuber 6 is now removed from the allocation ])ool. 

The next game played is reported to the controller. It follows the 
same process as above but now can only choose a number from the 0 left in 
the allocation ]X)oI i.e. the probability of striking the jnckirat has gone from 
1/10 lo 1/9. 

15 Obviously chancr says the jnckpot can be won at any time and the 

longer it nms the greater will be the "prize". 

If the "starting value" were set at $25 and the comribulion per game 
is $1 thcti the published range for this example is $25 to $35 and as the prize 
value approaches the $35 liniil the probability of it "jguing ofr increases, just 
20 as \vi\h the normal "Cashcade". 

Referring to Figure 3 another possibility is to merely give av/ay prizes 
at randomly selected limes. These prizes can be fixed or random amounts. 
The controller would be programmed (step 30] lo select a winner n limes in 
a user defined period (step 31). Once the controller decides that it is lime 
25 for a prize to be awarded (step 32]. the nilh game to be played from that 
" instant becomes the winner [step 34). wlie.e m is a random number chosen 
between user selected limits. If a programmable sound source is fitted then 
the "Jackpot Imminent" sound starts at this time. 

The prize amount may be chosen randomly from a user defined table 
30 of values (step 33). These could be $50. $ 100. etc up to a suitable niaxinuint 
When the winning machine has been selected, the prize and wiuniiig 
tiiachine are displayed (step 35) and the winning machine locked up (step ] 
36] until the controller receives an indication that the prize is paid and the 
winning machine unlocked (step 37). The controller then tests to see if the 
35 nth period has elapsed (step 38) and then returns control to step 31 or step 

32. I 
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A varialioii of this algoriUun is lo hare the niihiintcd display showing 
Ihc prize \'!ilnes as they are ramloinly solccletl. II cycles Ihrough all the 
IJossihle prize values, showing each one for a suitable ijeriod. VXlieii the 
jackpot is wuii. the display freezes sho^viiig the prize value that has just been 
5 won. 

The following is a further simple numerical example to illustrate the 
process. A club with 275 machines is open daily from 10.00am until 
ll.OUpm. The weekly turnover is $1,700,000 and it is decided fo allocnie 2 
1/2% of this to Jackpots. Tlxis means that $42,500 is lo be given away in 
10 jackjjols each week, or approximately SDOOO per day. 

The Slot Manager decides llial a jackpot of some sort going off cveiy 
si.x minutes on average would generate the e.xcilemeiit he is looking for. 
l-his equates to 130 jackijols in the 13 hour day. He could simply divide the 
$.0000 by 130 and give away 130 prizes of $46 but it would be preferable lo 
15 . have a range of prizes e.g. 

1 .\ . $2,000 = $2,000 
5 X $200 = $ 1.000 
24.x $50 =$1,200 
100 X $18 = $1,800 
20 The overhead displays now cyc:lc through llicsc values spending 

perhajw 1 minute displaying each one. This niea:is that "$200" would be 
displayed for five 1 nn'nule periods during the life of the particular jackpot 
cycle.. Sinularly "$50- ivould be displayed for a total of 24 minutes. 

The display cycle is initially 130 minutes and the $2,000 prize is 
25 available for only one of those minutes. As prizes are won and removed 
from (he pool, the cycle gets shorter and shorter until in llie last six minute 
(average) period there is only one prize left to win. 

The controller at a random time pick* a muiibcr (in above), starts up 
the "Jackpot hnminenf sound and begins to count games. When the count 
30 reaches the value m the win is triggered and the prize as shown on the 
overhead display is awarded to tlie machine that generated that game. 

Tlie "raudonj time" would be in minutes since the completion of the 
last jackpot e.g. if the desired average interval between jackpots is six 
minules then clioosing randomly an interval of from 3 to 0 minutes, coupled 
35 with the variation in m should give the desired effecL 



This i«ickput includes even' ninchiiic in the Club and it may be 
dcsinibic lo run suinller ones with fewer nincliiucs. Obviously the principle 
is the same but a corollary of this is tlial our new conlroHcr nuisl be able to 
luuidlu large luunbnrs of machines. 

II will be appreciated by persons skilled in the art that numerous 
varialious and/or modincatioris may l)e nmdc lo the inx^nlion as sliown in 
the siiectfic embodiments wiihoul departing from tlic spirit or scope of the 
invention as broadly described. The prosent embodiments arc. therefore, lo 
be considered in all respects as illustrative and not restrictive. 



THE CL/\IMS DEFINING THE INVEN^nON ARE AS TOLLOWS: 

1. A raurloin prize awartltng system nssuciated with one or more 
gnniing consoles each of which includes signal output means arranged to 
produce an output signal in response to oi>*jralion of tlie respective console. 

5 the system including means to generate and store a pool of numbers. 

random selection means arranged to select a prize winning number from the 
pool of numbers, means responsive to the signals received iiom each 
associated console to randomly select from the pool a number corresponding 
to each said received signal, the signal responsive means being arranged lo 

10 remove the selected number from the pool and to compare that number with 
(he randomly selected prize winning number, recording means being 
arranged to record the identity of a console associated with the selected 
number when it equates lo the randomly selected prize winning niunbcr and 
indicator means arranged to indicate details of the console associated with 

i5 the prize winning number as a prize winning console and the prize awanled. 

2. A random prize awarding sy5>in associated with one or more 
gaming consoles cnch of which inchuics signal output means arranged to 
prutlucc an output signal in rcs|K>nsc to opcnilion of the respective console, 
the system including random interval generating means to generate time 

2U inlen als of random length, means res]x>nsivc lo the signals generated by the 
associated gaming consoles lo count the occurrence of m games following 
the completion of each Fandoni time interval and to allocate a prize to the 
console reporting the mth game, prize generating means arranged lo 
randoinly select a prize and indication means arranged to indicate the 

25 identity of the prize winning console and the prize awaixled. 

3. The system of claim 2 where ni is a predcicrmined number. 

4. Tlie system of claim Z including random number generating means 
lo generate a random value for m at the completion of each random time 
tntciTal. 



5. llie sysleiii of claim 4 in which lUc randomly selected value of M 
selected at the end of each time inten al is iiscil to count a number of games 
after the end of the just completed time inter\-al. 

6. The system of claim 4 in which tlie ranJonilv selected value of M 
selected at the end of each time interval is used to count a number of games 
after the end of the next rompleted lime intcr\ al. 

7. The s.i'slem as claimed in any one of the preceeding claims wherein 
the prizes awanlcd by the system are monetary' amounts. 

8. The system of claim 7 in which \Ue values of the prizes are selected 
from a plurality of preselected values held in a pool ;r range of pri:;e values. 
U. The system of claim 8 in which each selected value prize is selected 
by incrementing, or decrementing the previous prize x-alue. within the range 
of values, during operation of the prize awarding system. 

10. The system of claim 9 in which each selected prize value is selected 
by selecting the previous, or next, value in ihc |x>al dining operation of the 
prize awarding system. 

1 1. mndum prize awarding system as claimed in any one of the 
proceeding claims subslanlially as hereinbefore described. 

DATED this sixteenth day of October lUUG 

ARlS-raCR/Vr LEISURE 

INUUS-reiES ITY LTD 

Patent Attorneys for the Applicant: 
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ABS'l'R;\Cr 

A iiluralHy of eleciron!C gaining luachinos 10 arc connected lo a 
ndUvurk 11. lo which a myslcrv inck|KJl cunliuller 12 ami disphiy incjins 13 
are also conncn:lcd. Each of ihe electronic gan;ing machines 10 arc provided 
widi a network interface .u.anged lo provide a signal onto ihe nnlw jrk 1 1 on 
ea;:h occurrc:u:e of an openitiun of a n-S|H'ciive niar.hine and Ihi^ jiurkput 
ci:i:lix)l!cr 12 is arning^id lo receive envJi of 'lie machine opc!*nli'Mi signals 
and lo generate and award a ninduni jnckjiui prize on the occurrrMiiro of one 
ut tlioso oixsnilion signals. 
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produce an output signal in i*esi)onse to opemtton of llie respeclive console, 
the s\'Stein including tncans to generate and store a pool of numbers, 
random selection means arranged to select a prize ^vinning number from the 
pool of jmmbers, means responsive to the signals received from each 
associated console to mndomly select frain Ihe pool a immber corresponding 
to each said received signal, tlie signal responsive means being arranged to 
remove the selected number from the pool and to compai-c thai number with 
the randomly selected prize winning nuinber, recording means being 
arranged to record the identity of a console associated with tlie selected 
number when it equates to the randomly selected prize winniiig number and 
indicator means arranged to indicate details of the console associated witli 
the prize winning number as a prize winning console and the prize awarded. 
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Mystery Jackpot Controller 

Introduclion 

Tlie preseut iuvention relates to apparatus for use vvitli a system of 
- linked poker machines and in particular die apparatus provides an improved 
mystery jackpot mechanism for use wiUi such a poker machine system. 
. 5 Background of the Invention 

Many schemes have been devised jn the past to induce players to 
play slot macliines including schemes such as specifying periods during 
which jadkput prizes are increased or bonus jackpots paid. . Odier schemes • 
involve awaiding an additional prize to a first player to achieve a 
10 predetermined combination on a poker machine after a given point in time. 
Tliese mediods, while effective, add to club overheads because of the need 
. for additional staff to ensure that tlie scheme is operated smootlily. More 

recently, witli die advent of poker machines linked througli electrical 
, networks it has been pojssible to automatically generate jackpot prizes on the 
15 basis of information received from the machines being played which are 
connected to the system and one such prior art arrangement, conunonly 
known as "Cashcade", counts turnover (or games played) on all machines in 
Uie network, increments a prize value in accordance with die turnover (or 
number of games played) and pays a mystery jackpot prize when die count 
20 reaches some predetermined and randomly selected number. Tliis 

arrangement has "been in use in the Stale of New SouUi Wales and in odier 
jurisdictions for a considerable jieriod of time, however, as with odier 
aspects of slot macliine games, players become bored with such 
arrangements and new and more innovative scheihes become necessary in 
25 order to stimulate player interest 
Summarv ofllie Invention 

According to a first aspect, the present invention provides a random 
prize awarding system associated witli one or more gaming consoles each of 
which includes signal output means arranged to produce an output signal in 
30 resixjiise to operation of the respective console, the system including means 
to generate and store a pool of numbers, random selection means amnged to 
select a prize winning number from the pool of numbers, means responsive 
to the signals received from each associated console to randomly select from 
Uie pool a number corresponding to each said received signal, tlie signal 
35 responsive means being arranged to remove the selected number from the 



pool and to compare that uuniber vvitli the raiidonil}' selected prize vWnniiig 
number, recording means being arranged to record. the identity of a console 
associated witli the selected number when it equates lo the randoinly 
selected prize winning number and indicator means arranged to indicate 
details of the console associated witli the prize winning lumiber as a prize 
wiuniug console .and the prize awarded. 

According to a second aspect, tlie pi'esent invention provides a 
random prize au'iarding system associated \v\th one- or more gaining consoles, 
each of which includes ^igual output means arranged to produce an output 
signal in response to operation of tlie respective console, the sj^teni 
including random interval generating means to generate time inteivals of 
random length, means responsix^e to the signals generated by Uie associated 
gaming consoles to count tlie occurrence of m games following the • 
completion of each random time uiterval and to allocate a prize to the 
console reporting tlie mtli game, prize generating means arranged to 
randomly select a prize and indication liieans arranged to indicate tlie 
identity of the prize winning console and tJic prize awarded. 

In an alternative an-angement random number generating means are 
provided to generate a random value for m at llie cnuipletiou of each' random 
time inten^al. Preferably in will be a relatively small number such tliat the 
period taken for ni games lo be played is significantly less than the 
respective random time interval. 

Preferably tlie prizes awarded by the system of die present invention 
are monetary ainoiuits die values of winch are either a plurality of 
preselected values held in a pool of prize values or prize values within a 
mnge of allowable values which are either incremented or randomly selected 
during operation of the prize awarding system. 

Where used above, die term 'console' is used to indicate a gaming 
machine, a gaming terminal. or otlier device arranged to be connected to a 
communications sj'slem and to provide a user gamiug interface. In die 
following description, examples are give which employ traditional slot 
machines, however the invention should be taken to include gaming systems 
which include user mterfaces other Uian traditional slot machiiies. 
Brief Dcscrintion of the DravyinRS 

Embodiments of the invention will now be described by way of 
example, witli reference to die accompanying drawings, in which: 
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Figure 1 is a block diagram of a network of eleclrouic gaining 
machines to which a mystery jackpot controller according to tlie present 
invention is connected; 

. ...^igu^^ 2 is a flow chart showing a first game arrangement according 
5 to Uie invention: and 

Figure 3 is a How chart of tlie game arrangement according to a 
fiirtlier embodiment of tlie present invention. 
Dotaiiod Descriution of the Preferred Embodiments 

Referring to Figure 1 a plurality of electronic gaming machines 10 
10 are connected to a network 11, to which a mystei^' jackpot conbroller 12 and 
display means. 13 are also couuectBd. 

Each of the electronic gaming machines 10 are provided with a 
network interface arranged to provide a signal onto tlie netv/ork 11 on each 
occurrence of an operation of a respective machine and tlie jackpot 
15 controller 12 is arraviged to receive each of die machine operation signals 
and to generate and award a random jackpot prize on the occurrence of one 
of lliese operation signals. 

Flow charts for two prize awarding algorithins are illustrated m 
Figures 2 and 3. 

20 Referring to the algorithm of Figure 2 machine contributions go into \ 

die prize pool as witli known prior art jackpot s\'stems, while the overhead 
display shows the incrementing prize value. 

In step 20 the controller sets u]).a random number allocation.pool in 
some user defined range e.g. 1 to 10.000 and then in step 21, randomly 

25 chooses a number to be a prize winning xmmber. Every game that is played 
is reirarled (step 22) to the controller which not only allocates a contribution 
. lo the prize pool but randomly allocates a number from the above pool to 
thai game and deletes that number from tlie pool (step 23). The nmnber 
allocated lo the machine is then tested (step 24) and if this nimiber matches 

30 the controller's numbera win is awai-ded (step 25), If a jackpot is awarded 
the winnijig juachine is locked up (step 26) and die controller a\vait5 an 
indicalioii that Uie prize has been paid and the machine unlocked (step 27) 
before returning to step 20. If tlie number does not match then there is no 
jackpot win for that game and Uie controller returns to step 22 and waits for 

35 the next machine to report operation. This means that the jackpot win 
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probability steadily iucreases towards a final valwe of 1 dius ensuring tliat 
the. jackpot must be struck within a certain number of games. 

Tlie. following is a simple niunerical example to furllier illustrate the 
process. The controller randomly chooses a imxuber in the range 1 td lO.— 
5 For example, 5 say. The number pool for games is therefore also 1 to 10. 

The first game played is reported to the controller which allocates a 
contribution to the prize pool and randomly allocates a number (from 1 to 
10) to that game. Let's say it.allocates 6. It checks to see if this matdies its 
first number (5). There is no match in this case, so tiiere is no win. The 
10 • nimiber 6 is now removed from the allocation pool. 

The next game played is reported to the controller. It follows tlie 
same process as above but now can only choose a number from the 9 left in 
; tlie allocation pool i.e. the probability of striking tlie jackpot has gone from 
1/10 to 1/9. 

15 Obviously chance says the jackpot can be won at any time and die 

longer it nuis tlie greater will be tlie "prize". 

If the "starting value" were set at $25 and tlie contribution per game 

is $1 then die published range for Uiis example is $25 to $35 and as the prize 

value approaches tlic $35 limit the probability of it "going ofF increases, just 
20 as with tlie normal "Cashcade". 

Referring to Figure 3 auoQier possibility is lo merely give away prizes 

at randomly selected times. These prizes can be fixed or random amounts. 

The controller would be programmed (step 30) lo select a winner u times in 

a user defined period (step 31). Once the controller decides tiiat it is time 
25 for a prize to be awarded (step 32), die mlh game to be played from tliat 

inslaul becomes Uie winner (step 34), where ni is a rendom nui.iber chosen. 

between user selected limits. If a progranmiable sound source is fitted then 

the "Jackpot Imminent!' sound starts at this time. 

The prize amount may be chosen randomly from a user defined table 
30 of values (step 33). These could be $50, $100, etc up lo a suitable niaxinuim. 

When tlie winning macliine has been selected, the prize and wimiiug 

inachine are displayed (step 35) and the winning machine locked up (step 

36) until the controller receives an indication Uiat the prize is paid and the 

winning machine unlocked (step 37). The controller then tests to see if die 
35 nth period has elapsed (step 38) and dien returns control lo step 31 or step 

32. 
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A varialiou of iliis algoritliin is to have Uie auiniated display showing 
Ihe prize values as tliey are randoiidy selected. It cycles througli all tlie 
possible prize values, showing each one for a.suilable period. When tlic 
jackpot is won, tlie display freezes showing the prize >'alue that has just been 
5 won.-. 

Tlie following is a further simple numerical example to illustrate tlie 
process.. A club witli 275 machines is open daily from 10.00am until 
. ll.OOpin. The weekly turnover is $1,700,000 and it is decided to allocate 2 
1/2% of tliis to Jackpots. Tliis means that $42,500 is to be givian away in 
10 jackpots each week, or appro.ximately $6000 per day. 

The Slot Manager decides that a jackpot of some sort going off even-- 
six nn'nutes on average would generate the excitement he is looking for. 
This equates to 130 jackpots in the 13 hour day. He could simply divide tlie 
$,6000 by 130 aiid give away. 130 prizes of $46 but it would be preferable to 
15 have a range of prizes e.g. 

Ix $2,000 = $2,000 
5x $200 =$1,000 
24 X $50 =$1,200 
100 x $18 = $1,800 
20 The overhead displays how cycle tlnough these values spending 

perhaps 1 minute displaying each one. This means that "$200" would be 
displayed for five 1 uiinute periods during tlie life of the particular jackpot* 
cycle., Similarly "$50" would be displayed for a total of 24 minutes. 

The display cycle is initially 130 minutes and the $2,000 prize is 
25 available for only one of those jninutes. As prizes are won and removed 
from die pool, Uie cycle gets shorter and shorter until in tlie last six minute 
(average) period there is only one prize left to win. 

The controller at a random time picks a number (m above), starts up 
the "Jackplot Innninent" sound and begins to count games. When the count . 
30 reaches the value n\ the win is triggered and the prize as shown on the 
overhead display is avwded to tlie machine that generated thai game. 

The -random time" would be in minutes since tlie completion of the 
last jackpot, e.g. if the desired average inlen^al between jackpots is sLx 
nn'nutes then choosing randomly an interx'al of from 3 lo 9 minutes, coupled 
3S ^vith the variation in ni should give die desired effect. 
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This jackpot includes every niachiae iu the Club and it may be 
desirable to run smaller ones witli fewer machines. Obviously the principle 
is llie same but a coroliaiy of tliis is tliat our new controller must be able to 
liaudle large numbers of machines. " 
5 It will be appreciated by persons skilled in the art tliat numerous 

x'ariatious and/or modifications niiby be made to tlie invention as shown in 
the specific embodiments without departing from tlie spirit or scope of tlie 
invention as broadly described. Tlie present embodiments are, therefore, to 
be considered in all respects as illustrative and not restrictive. 
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THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS: 

1. A raudom prize awarding system associated with one or more 
gaming consoles each of which includes signal output means arranged to 
produce an output signal in response to oiJeraliou of die respectiw console, 

3 . the 55*5 tern including means to generate and store a pool of numbers, 

random selection means arranged to select a prize wuming nmuber from die 
pool of nmnbers', means responsive to die signals received from each 
associated console to randomly select from the pool a number corresponding 
to each said received signal/ die signal i'esponsi\'e means being arranged to 

10 remove tlie selected number from tlie pool and to compare tliat number witli 
the randomly selected prize winning number, recording means being 
arranged to record Uie identity of a console associated witli tlie selected 
number when it equates to die randomly selected prize winning number and 
indicator means arranged to indicate details of tlie console associated udth 

15 the prize winning number as a prize winning console and tlie prize awaixled. 

2. A random prize awarding system associated ^villi one or more 
gaining consoles each of which includes signal output means arranged to 
produce an output signal in response to operation of the respective console, 
the system including random inleml generating means to generate lime 

20 inler\'nls of random length, means responsive to the signals generated b\' the 
associated gaming consoles to count the occurrence of m games following 
tlie completion of each random time interval and to allocate a prize to the 
console reporting the mtii game, prize generating means arranged to 
randomly select a prize and indication means arranged to indicate the 

25 identity of the prize winning console and the prize awarded. 

3. The system of claim 2 where ni is a predetermined number. 

4. The system of claim 2 including random number generating means 
to generate a random value for m at the completion of each random time 
interval. 
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5. The 53'stem of claim 4 in which Uie randomh' selected value of M 
selected at the eud of each time interval is used to count a number of games 
after tlie end of the just completed time interval: 
8. The S3'stem of claim 4 in wliich tlie randomly selected \'alue of M 
5 selepted at the eud of each time inter\'al is used to count a number of games 
after the end of tlie next completed time inten'al. 

7. The system as claimed In any one of the proceeding claims wherein 
the prizes awarded by the system are moiielar}^ amounts. 

8. The system of claim 7 in which tlie I'alues of the prizes are selected 
10 from a plurality of preselected \'alues held in a pool or range of prize values. 

9.. The system of claim 8 in which each selected value prize is selected 
by incrementing, or decrementing tlie previous prize \'alue, M'ithin the range 
of values, during operation of the prize awarding system. 

10. The system of claim 9 in which each selected prize I'aUie is selected 
15 by selecting the previous, or next, value in tlie pool during operation of tlie 

prize awanliiig S3'steai. 

i 

11. A random prize awarding system as claimed in any one of Hie 

preceeding claims substantially as hereinbefore described. ' I 

t 

DATED this sixteentli day of October 1996 \ 

ARISTOCRAT LEISURE 

INDUSTRIES FH' LTD 

Patent Attorneys for the. Applicant: 
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ABSTRiVCT 

A plurality of electronic gauiiiig machines 10 are connected to a 
nel\i'ork 11, to which a niyster>' jackpot controller 12 and display means 13 
are also connected. Each of die electronic gaunng machines 10 are provided 
widi a nBl\TOrk interface amnged to pnovide a signal onto the network 11 on 
each occurrence of an operation of a respective niacliine and the jackpot 
controller 12 is arranged to receive each of the machine operation signals 
and to generate and award a random jackpot prize on Uie occumnce of one 
of diese operation signals. 
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